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Example #2: Perhaps 

you're refereeing a PvP 
Tournament, in which case 
you'll most likely take 
down all the names of 

the characters registering 
for the fight, and then 
step into the “ring” where 
you can announce the 

rules to both fighters 

and audience alike. 
"Ladieees and Gentlemen! 
We have 15 fighters 

Signed up tonight, so we 
will have ő fights, and 
each fight will have 5 
fighters. All ő fights will 
be to the death! The 5 
winners will fight each 
other in a fourth 
winner-take-all melee with 
a grand prize of 100,000 
gold! The fights are 
"anything goes”; including 
magic armor, poisoned 
weapons, and *looting* 

at the end. No one is 
allowed to assist the 
fighters in any way 

during the fights, and we 
have someone from [Res] 
standing by to resurrect 
the dead.” 

Example #3: If you're 
having some kind of 
ceremony or community 
meeting, especially 
involving a large crowd, it 
may be beneficial to also 


set some ground rules 

for who can talk and 
when. 

"Thank you everyone for 
coming to our town 
meeting. If you have a 
question during the 
meeting, please emote 
*question*, *!*, *raises 
hand* or something of 
that nature. We ask 
everyone to emote unless 
called upon because the 
communication crystals 
broadcast the speech but 
don't "hear"; emotes. Each 
speaker will have 2 
minutes to speak. Please 
understand that anyone 
who disrupts the meeting, 
such as by fighting, 
stealing, or spamming, will 
be removed from the 
building (for tonight only). 
Thank you again for 
coming, and let's begin 
Proceeding with the 
event: Begin the event 
while the details of the 
initial announcement are 
still fresh in everyone's 
minds. If you delay too 
long, your audience & 
participants may disperse 
or become sidetracked 
with making their own 
entertainment. 

Keep things simple, 
organized, and moving. 
Long pauses can lead to 
distraction. Excessively 
complicated rules or plot 
twists can leave 
participants confused and 
frustrated. 

Where is the event 

going? Some results are 
"event-driven," and the 
event will play out 


according to the 
occurrences of specific 
circumstances that have 
been planned by the 
creator of the event. 
Wedding ceremonies, 
theatrical plays, and some 
quests are created this 
way. 

Some results are 
"player-driven,” which 
means the results were 
not pre-determined by the 
creator of the event. 
Tournaments, contests, 
and some quests are 
created in this way. 

You won't be able to plan 
all the directions in which 
an event can turn, but 
try to be aware of 
possible variations, and 
try also to maintain some 
cexibility when the event 
takes a turn you didn't 
expect. Keep track of 

the things around which 
you had to adapt; they 
may even help to make 
your event more full and 
enjoyable by the end. 
Dealing with trouble: The 
pace and style of each 
event will vary and 
ultimately be up to you, 
your helpers, your 
audience and the 
often-inevitable 
troublemakers. 

No matter how confident 
you might be that those 
who show up have seen 

the announcement, Web 
site, or notes, make sure 
to summarize the event 

at the start of it, and 
reassert the rules as 
necessary (throughout the 
event). This can avert 


problems of 
miscommunication, such as 
someone showing up late 
to a tournament with a 
"no interference” rule, but 
begins healing a 
contestant. No ill-will may 
have been meant, and it 
may be easily averted 
with periodic 
announcements of the 
rules. 

Some people will come to 
your event with the sole 
purpose of stalling or 
stopping it. They'll spam, 
kill mounts that remain 
outside, steal your pivotal 
quest item, fight your 
helpers, steal from your 
audience, and do whatever 
they can to make 

everyone miserable. You 
will not be able to 
account for all the ways 
your event can be ground 
to a halt, but here's 
some quick suggestions 
that will hopefully keep 
any damage to a minimum. 
*If the event centers 
around one particular 
item, especially if it is 
to some degree rare, try 
to have more than one 

of that item available. 
It's not only a good way 
to thwart a problematic 
thief, but it's also a 
potential lifesaver if the 
item-bearer is unable to 
log into or start in the 
game for whatever 

reason. 

*Try to not have the 
event outside of a 
protected area. If you 
have a house, you have 
the opportunity to lock 


the house or rooms 

within the house, or even 
call out "I ban thee” 
against any miscreants 

who try to enter & ruin 
your activities. If your 
event can occur ina 

guard zone, you have the 
special protection of the 
guards in case any 
Fighting breaks out. 

*Hire guards to patrol 
areas outside a guard 
zone. These could be 
player guards (specializing 
in melee, magic, taming, 
etc.), or even NPC 
mercenaries. (On a 
personal note, some of 

the best guards I've ever 
known were actually highly 
skilled in Stealing, and 
thus able to disarm 
troublemakers of their 
precious reagents & 
weapons even in the 

middle of battle.) 

*If your only way out 

will be to “insta-1log” 
within your house, do not 
fight back. At the 

moment you fight, you 
activate a timer that will 
keep you from 
insta-logging, even if 
someone else started the 
fight. 

*If your event's ina 
house and area-effect 
spells are being cast 
against your participants, 
but your audience doesnt 
have the capability of 
insta-logging, ask everyone 
to stand in the center 

of whatever room they 

are in. Area-effect spells 
cant reach in far enough 
to attack someone who is 


standing in the center of 
a room ina player's 
house. 

Segmenting the event: 
Some events may involve 

a lot of dialogue or 
attention to a large 
number of individuals and 
go on for a long time. 
It's often a good idea to 
give people a chance to 
take a break-to grab a 
drink or snack, use the 
restroom, or even fill in 
their late-coming buddy on 
whats already gone on. 

It might be a good idea 
to factor in some 
periodic, short pauses into 
your schedule-questors 
may need to wait 5 
minutes while a secret 
potion is brewed, duelists 
may be asked to take 2 
minutes to prepare for 
the next fighting match, 
and other events may 
simply take a break "on 
the half-hour mark”. 

Many people aren't able 
or inclined to spend 3 
hours participating ina 
single event. If your 
event needs to be that 
long, consider breaking it 
up into 2 or ő segments, 
or even 2 or ő nights. 
Closing speech: Thank 
everyone at the end of 
the event. Besides being 
polite, many events often 
need obvious closure to 
their proceedings, anda 
short notation when the 
event's over often fits 
that bill. 

If there's to be a Web 
page with a write-up, 
screenshots, tournament 


results, etc., mention that 
URL. 

Promote your "next 

time”"-if there will bea 
follow-up event, or if the 
event will be re-occurring, 
announce the details (or 
URL) of what people will 
need to know for next 

time. 


Next time: the curtain's 
closed and the crowds 
thinned, but some 
event-goers liked the 
people & activities so 
much that they decided 
to hang around 
afterwards. Take the 
opportunity to meet & 
greet in your event's 
"Aftermath" phase. 
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To Be Continued..... 


